LI

ROLEPLAYING GAME SUPPLEMENT
Edited by Torah Cottrill, Miranda Horner, and Chris Youngs




DRAGON™ MAGAZINE ANNUAL

The Best of D&D Insider™



CREDITS

Design

Logan Bonner, Bruce R. Cordell, Brian R. James,
Ari Marmell, Mike Mearls, Robert ). Schwalb,
Chris Sims, Rodney Thompson

Development
Mike Mearls, Stephen Radney-MacFarland,
Peter Schaefer, Stephen Schubert, Chris Sims

Editing
Miranda Horner

Additional Editing
Jennifer Clarke Wilkes

Managing Editing
Torah Cottrill

Editor-in-Chief, Dragon™ Magazine
Chris Youngs

Director of D&D R&D and Book Publishing
Bill Slavicsek

D&D Creative Manager
Christopher Perkins

D&D Insider Team
Bart Carroll, Chris Perkins, Jon Schindehette,
Chris Sims, Steve Winter, Chris Youngs

Executive Producer, D&D Insider
Ken Troop

Art Director
Stacy Longstreet, Jon Schindehette

620-24207000-007 EN U.S., CANADA, ASIA, PACIFIC,
987654321 & LATIN AMERICA
First Printing: August 2009 ;’U’Szaards ;fo;he Coast LLC
ISBN: 978-0-7 -5245- -U. box
AUEIENSER Renton WA 98057-0707

+1-800-324-6496

Cover lllustration
Steve Argyle

Graphic Designer
Leon Cortez, Robert Jordan

Interior lllustrations

Rob Alexander, Dave Alison, Ryan Barger,

John Tyler Christopher, Stephen Crowe,

Eric Deschamps, Jason A. Engle, Gonzalo

Flores, David Griffith, Brian Hagan, Jim Nelson,
William O'Connor, Steve Prescott, Chris Seaman,
John Stanko, Anne Stokes, Eric Williams

Cartographer
Robert Lee

Publishing Production Specialist
Christopher Tardiff

Prepress Manager
Jefferson Dunlap

Imaging Technician
Carmen Cheung

Production Manager
Cynda Callaway

Game rules based on the original Dunceons & DraGons”
rules created by E. Gary Gygax and Dave Arneson, and

the later editions by David “Zeb” Cook (2nd Edition);
Jonathan Tweet, Monte Cook, Skip Williams,

Richard Baker, and Peter Adkison (3rd Edition); and

Rob Heinsoo, Andy Collins, and James Wyatt (4th Edition).

EUROPEAN HEADQUARTERS WIZARDS OF THE COAST, BELGIUM
Hasbro UK Lid Industrialaan 1

Caswell Way 1702 Groot-Bijgaarden

Newport, Gwent NP9 OYH Belgium

GREAT BRITAIN
Please keep this address for your records

+32.070.233.277

Dunceons & Daacons, D&D, d20, d20 System, Wizaros of vHe Coast, Esernon, Player’s Handbook, Player's Handbook 2, Dungeon Master’s Guide, Monster Manual, Monster
Manual 2, D&D lnsider, Forcor1en Reaums Player’s Guide, Forcotren Reaums Campaign Guide, Eoerron Player’s Guide, Adventurer's Vault, Martiol Power, Martial Power 2, Divine
Power, Draconomicon, Open Grave: Secrets of the Undead, Fiend Folio, Primal Power, Keep on the Shadowfell, Forge of War, Complete Arcane, Complete Mage, Tome of Magic, Fortress
of the Yuan Ti, Grand History of the Realms, AD&D, Scarlet Brotherhood, D&D Miniatures, Dungeon Tiles, all other Wizards of the Coast product names, and their respective logos
are trademarks of Wizards of the Coast in the U.5.A. and other countries. All Wizards characters and the distinctive likenesses thereof are property of Wizards of the Coast
LLC. This material is protected under the copyright laws of the United States of America. Any reproduction or unautherized use of the material or artwork contained herein
is prohibited without the express written permission of Wizards of the Coast LLC. Any similarity to actual people, organizations, places, or events included herein is purely

coincidental. Printed in the U.S.A. ©2009 Wizards of the Coast LLC

VI1SIT OUR WEBSITE AT WWWWIZARDS.COM/DND



WWW.W1ZARDS.COM/ONO

DRAGON MAGAZINE ANNUAL

Welcome to the first 4th Edition Dragon™ Magazine
Annual compilation! The work in this supplement rep-
resents the best content produced in nearly the first
full year of Dragon Magazine on D&D Insider™. We
took a hard look at everything we did from June 2008
through March 2009, and picked the best of the best.

Coming up with the list of articles for this book
was a challenge. In fact, the first storyboard I built
for the Dragon Magazine Annual had far more content
that we could fit in the book. Trimming the list was
tough, but I'm thrilled that not only is the concept of

a'Dragon “best-of " compilation back, it’s stockpiled
with inuovative content that’s better balanced and
more polished than ever before.

Dragon™ has long been the place where we dig
deep into the heart of the D&D®™ game. It's where we
take a brief mention of some location or villain in a
print product and expand on it. It's where we dive
into the game world, and where we try to give you the
best possible ways to run your characters and your
campaigns. It's also where we experiment, pushing
the rules to their limits to try new mechanical and
story concepts.

Dragon still pushes for these goals each month,
bringing a balanced blend of crunch and story, sup-
port for print product, and brand-new concepts. But
we know that many of our most dedicated players
still aren't aware that Dragon is such a tremendous
resource, that it's still capable of making you sit up
and say, “Wow!” So here we are, ready to continue
the tradition of past Dragon Magazine Annual supple-
ments. We will show you exactly what makes D&D
Insider worth checking out each week. We will show
you ways to use the other D&D supplements in your
library in unique and creative ways. And we’ll give
you more resources to elevate your characters, your
adventures, and your worlds.

Dragon represents the best of what the fans have
to offer the game. Certainly, you'll see many familiar
names in its pages. But these designers who work on
this and other products are fans, first and foremost--
fans like you and me. Enjoy it, and if you feel inspired,
send us your own article idea at submissions@
wizards.com. Who knows? Maybe the next Dragon
Magazine Annual will have your name in it... ..

—Chris Youngs
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DEMONOMICON OF leGwiLy:
YEENOGHU

There is nothing unique about the wanton violence of
the Destroyer. All demons hunger for slaughter, and
they all seek the end of all things. They all want to
tear down the works of the gods and reduce all things
to ruin. Where Yeenoghu differs, however, is in his
ability to turn the business of killing into a breath-
taking spectacle. With him, it is a form of art-—if you
can stomach the screams and noxious odors issu-

ing from the dead. Yeenoghu is special because he
embodies killing. He has few ambitions beyond the
visceral thrill of rending the soft flesh of his enemies
and drinking deep the hot blood from their bodies.

) Demonomicon of Iggwilv: Yeenoghu

by Robert ]. Schwalb

He craves nothing more than the utter defeat of all
those who stand against him and is relentless in his
pursuit of feeding the emptiness of his existence with
the frantic screams of those he slays. Butchery is the
provender of Yeenoghu, and his single-minded pur-
suit of annihilation makes him a dangerous force in
the infinite layers of the Abyss.

On a throne of bone, in the dim light of smoke-
filled hall, surrounded by the sounds of screams and
the endless grinding of the wheels far below, sits the
Beast of Butchery. Yeenoghu is a demon prince of
the Abyss. As patron of the gnolls, he is worshiped




as a god. As kindred to other fiends who carve out
their own kingdoms in the Abyss, he is a terrifying
scourge, a force of destruction, and a liability to the
designs and ambitions of his rivals. Few aside from
other more powerful demon lords dare challenge
him or the reckless legions clambering to his ban-
ners because his forces are nigh unstoppable, and if
Yeenoghu's forces could maintain coherency for more
than a single campaign, he might have emerged long
ago as the true master of the Abyss. As history has
shown, though, Yeenoghu is his own worst enemy,
and he is frequently the cause of his own undoing.

DESCRIPTION

Yeenoghu combines the worst features of a gnoll and
ademon in one immense form. Standing 12 feet tall,
his body is gaunt and lanky, and patches of yellow fur
stained with brown spots cover him. Leprous gray
skin and suppurating wounds mar his body, reveal-
ing the corruption of his flesh and spirit. His head is
alarge, anthropomorphic hyena’s, with glowing red
eyes and a toothy maw from which spill strings of
drool.

Always suspicious of treachery, Yeenoghu wears
armor assembled from the pieces he scavenges
on the battlefield, with bits of mail and plate held
together by strips of flesh collected from his victims.
His pride is Triple Flail, an evil weapon constructed
from the bones of a god he slew during the ancient
wars between the deities and the primordials. The

handle is a thighbone wrapped in the god’s torn flesh.

Three chains extend from the top of the handle,

each ending in a rusty, barbed head. When used in
combat, the weapon bleeds divine ichors, splashing
the field with the tears and blood of the fallen deity.

YEENOGHU TACTICS

A figure of incomprehensible power and possessed
of an almost unmatched capacity for violence, the
Demon Prince of Gnolls flings himselfinto every
battle. He uses Triple Flail to tear the flesh from his
enemies, and he leaves mounds of the dead in his
wake for his scavengers and hangers-on.

Yeenoghu begins his fights by charging his
enemies and lashing them with his nasty weapon.
He delights in the mayhem he creates as his weapon
flays not only the flesh but also the mind, since the
weapon’s touch rends his enemies’ courage and
resolve. Yeenoghu never stays in place for long; he's
always moving and attacking, and he barks through: it
all. If faced with several opponents at once, he spews
a filthy curse in Dark Speech to unman his enemies
and leave them vulnerable to his assault.

Yeenoghu might lack the means of flight, but his
evil will can deflect aerial attackers. If he faces air-
borne enemies, he pauses just long enough to wrap
his opponent in bands of crushing force and then

- .

flings the foe away. The Destroyer retreats when he

is injured, imprisoned, or otherwise trapped. Like

his rivals, he uses teleportation to escape—but retreat
causes him to brood and plot. When he is ready, he
draws up his vast armies to mount a new assault aug-
mented by overwhelming numbers of demons, savage
gnolls, and other bestial fiends.

Yeenoghu Level 28 Solo Skirmisher

Large elemental humanoid (demon) XP 65,000

Initiative +24 Senses Perception +22; darkvision,
low-light vision

Fetid Cloud (Poison) aura 5; each enemy that starts its turn
in the aura take 10 poison damage and is slowed until
the start of his or her next turn.

HP 1,032; Bloodied 516

AC 42; Fortitude 44, Reflex 42, Will 39

Immune disease, poison; Resist 10 variable (2/encounter)

Saving Throws +5

Speed 7

Action Points 2

® Triple Flail (standard; at-will) ¢ Weapon
Reach 2; +33 vs. AC; 3d8 + 10 damage, and the target is
immobilized (save ends). Aftereffect: 15 damage.

(® Bite (minor; at-will against a target hit by Yeenoghu'’s
Triple Flail attack this turn)

Reach 2; 433 vs. AC; 1d8 + 10 damage, and ongoing 5
damage (save ends).

| Ribbons of Flesh (standard; at-will) 4 Fear
Reach 2; Yeenoghu makes two melee basic attacks
against two different targets. Each target that is hit takes
a -4 penalty to all attack rolls (save ends).

-3¢ Crushing Grasp (minor; recharge [11][:1] i#) 4 Force
Area burst 2 within 20; 431 vs. Reflex; 3d10 + 10 force
damage, and the target is immobilized until the end of
Yeenoghu's next turn. Miss: Half damage and the target
is pushed 10 squares.

< Filthy Curse (minor; at-will) + Psychic, Necrotic
Close blast 5; +31 vs. Will; 1d8 + 5 psychic damage, and
the target takes ongoing 10 necrotic damage (save ends)
and is stunned until the end of its next turn.

Feint (move; at-will)

Yeenoghu shifts 3 squares, and any creature he ends this
shift adjacent to grants combat advantage to him until
the end of his next turn.

Hyena Strike
If Yeenoghu moves at least 3 squares from where he
began his turn, his attacks deal 3d6 extra damage.

Threatening Reach (requires Triple Flail)

Yeenoghu can make opportunity attacks against all
creature within his reach (2 squares).

Teleport (move; recharge [.*[:2] [ i3]) + Teleportation
Yeenoghu teleports 12 squares.

Alignment Chaoticevil  Languages Abyssal, Common

Skills Athletics 429, Insight 422, Intimidate +24, Nature +22,
Stealth 427

Str 31 (+24) Dex 26 (+22) Wis 16 (+17)

Con 26 (122) Int 21 (+19) Cha 21 (+19)

Equipment piecemeal armor, Triple Flail (flail)
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YEENOGHU LORE

Arcana DC 15: Yeenoghu has many names, and
each one reflects another facet of his cruel and savage
nature. Most know him as the Demon Prince of Gnolls,
but among the gnolls, he is called the Destroyer, and
in certain circles and writings, he has been called the
Beast of Butchery and the Ruler of Ruin. Yeenoghu is
the undisputed master of the gnolls, and through them,
he works his evil in the natural world.

Arcana DC 20: As a demon lord, Yeenoghu is
a vehicle of destruction. Like many demon lords,
Yeenoghu was once a primordial, one of the shapers
of creation, but was transformed and awakened
by the mysterious Chained God believed to lurk
at the bottom of the Abyss. As with other demons,
Yeenoghu hungers for carnage, but also craves power
over his rivals and the gods themselves. To this
end, he goads his mortal servants into performing
appalling acts of evil in his name throughout the
lands. He admonishes his servants to show no mercy
in their perpetual war—they must kill all creatures
they encounter and take prisoners when the beings
can serve as useful thralls.

Arcana DC 25: The seat of Yeenoghu's power
is a nameless layer deep in the Abyss. Known as
Yeenoghu's Realm, it is a wasteland. Much of the area
is parched savannah covered in brittle brown grass
punctuated by semimobile plants with poisonous
barbs and choking tendrils. The skies are a sickening
shade of green, and the sun is a bloody red wound
spreading its crimson stain across the horizon.
Bounding this perilous realm is a vast jungle of gnarled
trees with jaundiced leaves and toxic fauna. To the
north runs a barren range of brown mountains, which
are pocked with mines where the Destroyer’s servants
struggle to pull priceless ore from the monster-filled
deeps. The mountains tumble into a vast sea clotted
with flotillas and wreckage. Infested by ghouls, the sea
also has cannibals and exiles, who have been driven
mad by their isolation and by the horrors living in the
murky water’s deeps. In all, Yeenoghu's Realm is a
nightmare world of want and suffering, which makes it
a place suited to its vile and bestial master.

YEENOGHU AND D&D

Yeenoghu, like Graz'zt, was one of the creations of the
late Gary Gygax for the Dunceons & Dracons® game,
making him one of the first demon lords mentioned in
1st Edition. From the start, Yeenoghu was an important
figure, who was described as being “one of the most
powerful and feared” of the demon princes. Part of his
power stemmed from the fact that, in addition to the
worship of the gnolls, he also enjoyed the support and
homage of the King of Ghouls. Jeff Grubb, in the Manual
of the Planes, implied the demon prince controlled far
more than one layer in the Abyss. Of particular note, this
book gave us the first look at Yeenoghu’s Realm, a barren
salt-waste through which Yeenoghu roamed inside his
rolling fortress city pulled by legions of slaves under the
watchful eyes of gnoll overseers.

Yeenoghu faded from the game for a time during the
early years of 2nd Edition. In 1992 he returned to the
game in Carl Sargent’s Monster Mythology. Here, Yeeno-
ghu remained a demon (tanar’ri) lord, but he was also a
full-fledged god and a member of the “giantish” pantheon.
Deemed an interloper god, he was not originally part of
the pantheon, but he joined it later when he subverted
the gnolls from their god Gorellik. Yeenoghu remained a
part of the giant pantheon, but he cared nothing for the
giants themselves—he just sought the power he could
steal from them as he had from fallen Gorellik.

With 3rd Edition, Yeenoghu's significance began to
fade. Although he was still favored by the gnolls, he was
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no longer their principal god. The coup de grace, so to
speak, for Yeenoghu was the loss of Doresain, the King
of Ghouls. Libris Mortis™, by Andy Collins and Bruce
Cordell, revealed that Yeenoghu had lost the ability to
command Doresain, implying either that the King of
Ghouls had ascended to true godhood (which his rank as
demigod supported) or that Yeenoghu had lost so much
power he was fast becoming irrelevant, Fiendish Codex [:
Hordes of the Abyss", by Ed Stark, James Jacobs, and Erik
Mona, confirms the latter explanation, describing the
Destroyer as a “lesser demon lord” with few ambitions
beyond seeing his chosen servants thrive in the world.
Even Wolfgang Baur’s and Gwendolyn F.M. Kestrel's
Expedition to the Demonweb Pits™ portrays Yeenoghu as
a minor player in the demonic conclave, his presence
diminished by his peers.

In the 4th Edition rules, Yeenoghu is again one of the
few demon lords mentioned in the Monster Manual®. The
Beast of Butchery is the sole master of the gnolls, and
packs of these feral creatures roam the world in search
of raid, plunder, and victims to sacrifice on their bloody
altars. Yeenoghu is still a savage and bestial figure, but
he has reclaimed his place among the mighty demon
lords. It’s just a matter of time before the Beast of Butch-
ery stirs in his fetid realm and brings horrific war to the
planes once more.




Arcana DC 30: Yeenoghu surveys his realm
from atop his fortress city. Mounted on hundreds
of stone wheels and pulled by an army of demons,
the enormous citadel makes its circuit of the layer,
running with streams of blood and filth, and leaving
in its wake the crushed carcasses that fell in its path.

ASPECT OF YEENOGHU

RATHER THAN STIRRING UP TROUBLE in the middle
world, Yeenoghu sends his aspect to deal with

his mortal servants. The aspect can appear at the
Destroyer’s behest, serving as the demon prince’s

herald or messenger. As well, a select few cultists pos-

sess a foul ritual to summon the aspect and bend it,
for a time, to their will. Yeenoghu is loath to bestow
this power onto mortals and entrusts it only to the
most powerful and worthy of his servants.

DESCRIPTION

The aspect of Yeenoghu is a 7-foot-tall demonic gnoll
that wears rusted chainmail and wields a three-

headed flail, similar to the demon prince’s Triple Flail.

The aspect has the same glowing red eyes and patchy
yellow fur, though where his flesh is exposed. he
oozes a foul-smelling ochre slime.

BEHIND THE CURTAIN:
BI1G SHOES, SMALL FEET?

| don’t think we can talk about the Demonomicon
of Iggwilv without acknowledging where the series
comes from and the key architect and innovator
behind it. James Jacobs was the feverish mind behind
the Demonomicon. Every month or so, Jacobs would
treat readers to a new look at the game’s most
popular villains, exploring chaotic evil’s different
expressions in his tour de force through the Abyss.
These articles weren't just expansions to the Monster
Manual®, they were complete packages: establishing
a demon lord’s place in D&D’s cosmology, unveiling
its history, and providing complete mechanical sup-
port for the demon lord, new demons, and cultists.
With this information, the demon lord was more
than an epic encounter; it became a campaign villain.
So when Chris Youngs offered me the first Demon-
omicon installment for the new online magazines, |
accepted knowing that | had big shoes to fill. | found
myself going back to James’s articles for inspiration
and insight, hoping | might follow in his footsteps and
honor the damn good work he did in 3rd Edition. |
won't say it was easy, but James left a good roadmap
in his articles. By following his directions, | found my
way to an entry | can only hope lives up to those that
came before. James, this one is for you, sir.
—Robert J. Schwalb

L

Level 22 Elite Skirmisher
Large elemental humanoid (demon) XP 8,300
Initiative +20 Senses Perception +19; darkvision
Fetid Cloud aura 3; each enemy inside the aura takes a -2
penalty to attack rolls.
HP 424; Bloodied 212; also see demonic wrath
AC 36; Fortitude 36, Reflex 34, Will 35
Resist 20 variable (3/encounter)
Saving Throws +2
Speed 8
Action Points 1
(® Three-Headed Flail (standard; at-will) + Weapon
Reach 2; +27 vs. AC; 2d6 + 9 damage.
(® Bite (minor; at-will against target hit by three-
headed flail)
Reach 2; +27 vs. AC; 1d6 + 9 damage, and ongoing 5
damage (save ends).
< Fetid Breath (standard; recharges when the aspect
reduces an enemy to 0 or fewer hit points) 4+ Poison
Close blast 5;+25 vs. Fortitude; 2d6 + 9 poison damage,
and the target is pushed 1 square and takes ongoing 10
poison damage (save ends).
Threatening Reach (requires three-headed flail)
The aspect of Yeenoghu can make opportunity attacks
against all creatures within its reach (2 squares).
Feint (move; at-will)
The aspect of Yeenoghu can shift 3 squares. Until the
end of the aspect’s turn, any target it ends its move
adjacent to grants combat advantage to the aspect.
Hyena Strike
If an aspect of Yeenoghu moves at least 3 squares
from where it began its turn, its attacks deal 2d6 extra
damage.
Demonic Wrath
When bloodied, an aspect of Yeenoghu gains a +2 bonus
to attack rolls.
Alignment Chaotic evil  Languages Abyssal, Common
Skills Athletics +24, Insight +24, Intimidate +22,
Nature +24, Stealth +23
Str 26 (+19) Dex 24 (+18)
Con 28 (+20) Int 20 (+16)
Equipment three-headed flail

Aspect of Yeenoghu

Wis 26 (+19)
Cha 22 (+17)

ASPECT OF YEENOGHU TACTICS

Yeenoghu's aspect leads the vanguard into every
battle, charging ahead of the gnolls and filling them
with religious frenzy with his ferocity and viciousness.
The aspect weaves through its enemies, whipping its
flail about to inflict as many injuries as it can.

ASPECT OF YEENOGHU 1. ORE

Arcana IDC 25: As a reward for constant and loyal
service, Yeenoghu can bestow knowledge of a dark
ritual to summon his aspect.

Arcana DC 30: The aspect is a sliver of Yeenoghu
and possesses many of his personality traits and
physical characteristics. It is, however, a separate
entity and for as long as it exists, it can pursue its
own agenda. An aspect is bound to serve the priest
who summoned it and must abide by any commands
given. An aspect can resist if the orders are in some
way opposed to Yeenoghu's nature, and when it does,
the resulting violence is spectacular.

o
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YEENOGHU'S AMBITION

In the centuries after the war with the gods, the
Ruler of Ruin has amassed his armies. His people in
the natural world feed his layer with a steady supply
of slaves and victims, and his altars run red with the
blood of fresh sacrifices. He hungers for vengeance
against those who have defeated or thwarted him in
the past, craving the chance to destroy his enemies,
but the centuries of warfare taught him the value of
cunning. Rather than spend his servants in a useless
bid to seize the Abyss, Yeenoghu turns his attention
to his servants in the natural world. There, he works
to empower the gnolls, giving them the strength they
need to conquer the whole of the civilized lands and
make the world his own. Such a conquest would
make him more powerful than any god and thus
enable him to mount an unstoppable assault against
his enemies, the whole of the Abyss, and, one day, the
entire cosmos.

NEZREBE, EXARCH OF
YEENOGHU

LIKE MmosT DEMON PRINCES, Yeenoghu has a stable of
exarchs to support his efforts on his own layer and
see to his interests beyond it. Few exarchs remain for
long, since their carcasses are crushed beneath the
rolling wheels of his fortress when they invariably fail
him. One exarch, though, is the exception to the rule
of short-lived servants: Nezrebe, the White Knight.

DESCRIPTION

Nezrebe stands 9 feet tall, and he has a straight back,
a muscled frame, and bright crimson eyes. This gnoll
is an albino, with sickening white-yellow fur about his
face and covering much of body. It darkens to a filthy
brown at his armpits and groin.

Nezrebe disdains most armor, relying on his thick
hide and inability to feel pain of any kind to carry
him through battle. He wears a few pieces, which he
has claimed from creatures he has slain. He wields a
mighty bastard sword named Winnower, a grotesque
weapon sporting the nicks and dings of Nezrebe's
many battles, but somehow as razor sharp as a fresh-
forged weapon. From Winnower’s hilt hang a series of
rotating charms—trophies Nezrebe has claimed from
those opponents he has vanquished recently who
were the most difficult to slay.

Although a powerful combatant, Nezrebe fights
off a foul consumption that causes him to cough up
bloody chunks of his lungs. His master’s will allows
him to survive—a fact that drives the exarch to greater
and more appalling acts of violence to ensure he
keeps Yeenoghu's favor.

} Demonomicon of Iggwilv: Yeenoghu
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NEZREBE TACTICS

The White Knight surrounds himself with demons
and gnoll thralls, using their bodies and strength to
enhance his own assets in battle. He surges forward,
his host in tow, hammering at his foes with Winnower.
When damaged, he flies into a rage, using rending
assault to punish the enemy. He disdains cowards and
spits wads of caustic phlegm at wizards, archers, and
other ranged attackers.

NEZREBE LORE
History DC 25: Nezrebe is Yeenoghu's favored
exarch. He has a special hatred for elves and spends
his time hunting elves that have been dragged onto his
master’s layer. Inside Yeenoghu's fortress, Nezrebe has
special chambers set aside for tormenting captive elves.
History DC 30: When not attending his master,
Nezrebe sees to extending Yeenoghu's Realm into
the Seeping Wood, a vast forest of foul flora and toxic
fauna the Destroyer once ruled. There, Nezrebe leads
forays into the wilderness, ousting minor demon lords
who would carve out their petty kingdoms, while also
dealing with spies and agents of his master’s rivals.
To warn off trespassers, Nezrebe crucifies elf slaves to -
mark lands under his control and to warn what will
happen if he is crossed.

Nezrebe Level 25 Elite Soldier (Leader)
Large natural humanoid XP 14,000
Initiative +20 Senses Perception +24; low-light vision

Bloodlust aura 3; each ally within the aura gains a +2 bonus
to attack rolls.

HP 462; Bloodied 237; see savage frenzy

AC 41; Fortitude 39, Reflex 36, Will 38

Immune fear; Resist 15 acid, 10 variable (1/encounter)

Saving Throws +2

Speed 7

Action Points 1

(® Winnower (standard; at-will) ¢ Weapon
Reach 2; +32 vs. AC; 2d8 + 9 damage, and the target is
marked until the end of Nezrebe's next turn.

¥ Bloody Phlegm (standard; at will) ¢ Acid
Ranged 10; +30 vs. Reflex; 1d8 + 6 acid damage, and the
target is blinded (save ends).

4 Savage Bite (minor, when Nezrebe hits with Winnower;
recharges when Nezrebe makes a critical hit)
+30 vs. Reflex; 1d12 + 9 damage, and ongoing 10 damage
(save ends). Aftereffect: The target is dazed (save ends).

} Rending Assault (standard; requires Winnower; recharges
when Nezrebe is first bloodied or makes a critical hit) +
Weapon
+30 vs. AG; 4d8 + 9 damage, and the target takes
ongoing 5 damage (save ends) and is marked until the
end of Nezrebe's next turn. .

Savage Frenzy (free action; when first bloodied)

Nezrebe makes a melee basic attack against each
adjacent enemy.

Alignment Chaotic evil  Languages Abyssal

Skills Endurance 423, Intimidate +23, Nature 424

Str 29 (+21) Dex 23 (+18) Wis 25 (+19)

Con 23 (+18) Int 21 (+17) Cha 22 (+18)

Equipment Winnower (bastard sword)




YEENOGHU'S MINIONS

Yeenoghu's Realm is filled with despicable creatures,
such as packs of feral demonic gnolls, a bevy of
cackling demons, and bestial fiends. From the rem-
nant ghouls infesting his mountains to the noxious
creepers lurking in the depths of the Seeping Woods,
Yeenoghu's Realm is unique in its ability to spawn
new embodiments of cruel and savage monsters.

By far, the most numerous of Yeenoghu’s minions
are those gnolls who abandoned the middle world to
find new lives serving Yeenoghu. The gnoll packs are
ubiquitous throughout the Dun Savannah, thinning
near the shores of the Curseswallow, though they
dwell near any shrines or temples to their evil master.

Demons, in all their forms and shapes, make up a

close second to the gnolls, though the most monstrous
and unpredictable of demonkind call this layer home.

Hordes of evistros claw and fight with each other and
anything else they encounter, while barlgura demons
move across the plains, smashing and killing as they
go. Vrocks roost in the mountain peaks or circle the
twisted towers of the few permanent settlements on
the layer.

Although Doresain is no longer subject to
Yeenoghu's rule, ghouls and abyssal ghouls still lurk
in the defiles and slopes of the Screaming Peaks. The
ghouls aren't loyal to Yeenoghu; they have severed
themselves from the King of Ghouls, making them
an unpredictable lot. From time to time, Yeenoghu
has had success in routing these undead servants,
but more often than not, the demonic ghouls prey on
the Destroyer’s other minions after descending from
their mountain lairs in a white-painted tide to crash
upon the gnoll tribes.

While most gnolls find their lives cut astonish-
ingly short fighting for the Beast of Butchery, a few
claw their way to the top of his armies. Just a hand-
ful of gnoll champions ever fight their way free from
the sea of violence to gain positions as commanders
and advisors. In addition, Yeenoghu keeps a number
of courtesans to ravish, kill, and sometimes eat.

His insatiable lover and stalwart servant, a filthy
gnoll named Rekla, lords over the mix of races and
creatures.

Yeenoghu has few allies in the Abyss. None of his
peers trust him, and few respect him. Yeenoghu does
have his uses, however, and Graz'zt has maneuvered
the Beast of Butchery into terrible battles with surgi-
cal precision and great cost to Yeenoghu's own forces.
Whether Yeenoghu realizes he’s being used or not
isn't certain, but it doesn’t matter since the Prince of
Gnolls needs little excuse to kill.

Yeenoghu deals with lesser fiends, forming
alliances when doing so suits his moods. Such
arrangements last only as Jong as Yeenoghu can stom-
ach his allies, and they end in bloody murder, with his
allys’ entrails spilling to the floor of the Destroyer’s

BEHIND THE CURTAIN:
FORTUITOUS ACCIDENT

One of my favorite sections in this article might never
have made it had | not stumbled across a passage in
Worlds and Monsters after | had turned over my final
draft. | had spent so much time looking backward
for information on Yeenoghu that I completely over-
looked the Ruler of Ruin’s role in Nerath’s fall. One
panicked email later, | got my chance to add a bit to
Nerath’s lore and also to demonstrate Yeenoghu's
involvement in the natural world.

—Robert J. Schwalb

palace. In spite of the risks, ambitious fiends seek
out the Ruler of Ruin to enlist in his service, some in
the hopes of gaining power and status, others plot-
ting to overthrow the savage demon lord and claim
his demesne for themselves. Such demons might be
selected to serve as exarchs for a time, but rare is the
demon that can escape the dark one’s wrath.

YEENOGHU'S CULT

The greatest number of Yeenoghu's mortal servants
come from the gnoll tribes in the world. To them,
Yeenoghu is their god and master. The Beast of
Butchery was not always worshiped by the gnolls, for
long ago these disparate tribes paid homage to a now
almost forgotten god named Gorellik, their maker
and the patron of hunting, beasts, and the wild. After
murdering Gorellik during the ancient wars between
the primordials and the gods, Yeenoghu absorbed
the fallen god’s essence and laid claim to his chil-
dren, forever after staining the race with his own foul
corruption.

Not all Yeenoghu’s worshipers are gnolls, however.
Any creature capable of embracing the beast within
and that exults in killing, butchery, and slaughter can
find a common purpose with this terrifying patron.
Most nongnoll servants operate alone, performing
obscene rituals in the light of the moon and eating
the flesh of their living victims raw. A group of like-
minded lunatics might gather and establish a small
cult, but they soon draw attention, since their violent
crimes escalate when they gather in groups.

Yeenoghu is never selective about those he accepts
into his cult and has, at best, a mild interest in his .
servants’ affairs. Indeed, many of his servants do not
even realize whom they worship. The ceremonies are
the same, involving the slow torture of their victims
culminating in devouring their living flesh, regular
blood sacrifices in moonlight, and an unflinching
commitment to slaughtering one’s enemies.
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Among the gnoll tribes, worship follows certain
customs and practices that vary from tribe to tribe.
As with the solitary servants, the cultists scour
the lands for fresh victims, dragging them back to
hidden altars where they are strapped down and
mutilated with sharp knives. The blood is collected
and distributed among Yeenoghu's high priests,
which then mix the blood with hallucinogenic herbs
and consume it with relish.

Another common element is the refusal of cleanli-
ness. Any follower of the demon prince must never
bathe and must bask in his own odors, rubbing excre-
ment, blood, and filth into his hide and vestments
until he becomes a reeking heap crawling with mag-
gots and disease. The more pungent the stench, the
greater the cultist’s influence.

Yeenoghu's cults are a chaotic mess. At their cores
are cabals of vicious, treacherous leaders who gain
their positions by murdering their predecessors in
spectacular and gruesome ways. These leaders must
contend with rising stars within their own ranks,
butchering those showing too much promise and
ambition. Thus, the actual number of leaders is small,
with the rest of the cultists rounded out by the tribe,
who are warriors for the most part.
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Yeenoghu has a presence in the world, but has few
shrines and fewer temples. His “holy” sites are blood-
stained rocks in dark corners of the wilderness. Some
include a single, jagged chunk of rock thrusting from
the ground and scrawled with crude paintings and
blistering curses smeared in blood and feces. When
the cult performs a sacrifice, they hold the victim
down on the altar while the leader carves off bits of
flesh to give to the gathered host of warriors, which
produces an incredible frenzy as the gnolls fight and
claw to receive the sacrament of their master. The
cultists save the viscera for last. Within these drip-
ping organs, they believe they can see visions of the
future and commandments from Yeenoghu, so they
are careful to inspect each glistening chunk for the
secrets it contains.

In Yeenoghu's Realm, the Beast of Butchery enjoys
a more formalized following. Each group works in
one of the three fortified cities marking the boundar-
ies of his layer. These groups center their activities
around grand temples of crimson stone—massive,
six-tiered, five-sided ziggurats, darkened by the profu-
sion of flies hovering above the sites. On each side, a
broad staircase climbs to the zenith, while the tiers
themselves hold gardens of screaming and weeping
victims, each tortured and left to die a slow death.
The wreckage of all races can be found here: orcs
nailed to X-shaped frames, halflings dangling from
hooked chains, and wicked cages fitted with long
barbs facing inward to penetrate the flesh of dwarves,
humans, and gnolls inside.

Each day, sometime after dawn, Yeenoghu's cultist
leaders select a victim from those on display. They
draw forth their prey from the contraptions, drag the
creature up the stairs to the bloody altar at the top,
and promptly butcher it, tossing the bits of ineat to rain
down on the victims waiting for their turn at the top.

Cultists of the Ruler of Ruin haven't always been
relegated to the fringes of civilization and the filthy
reaches of Yeenoghu’s Realm. Once, not long ago,
they united long enough to mount a credible threat
to the established nations in the world. During the
height of the last human empire, Nerath, a mortal
gnoll known as the White Ruin came to power in
his tribe after butchering the chieftain and all the
chieftan’s sons in one horrific combat. With the
warriors cowed, the gnoll champion swiftly turned
to the other tribes stalking the forests and hills, seek-
ing them out one by one to challenge their chieftains.
Those who fought him died, and those who didn't
vowed their service, cementing their alliance with
the blood of their firstborn sons. The White Ruin
accumulated a horde of gnolls, hyenas, goblins, orcs,
and dread demons summoned from the Abyss, and in
the name of his wicked master, turned hungry eyes to
the lands of humans.

IASCIN A ENTILE
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At this time, King Elidyr, a wise and just monarch,
ruled the lands of Nerath. When word reached him
of the approaching storm, he gathered his glitter-
ing knights and allies to meet the demonic host. His
forces, although numerous, could not compare to the
ravenous beasts under Yeenoghu's banners. Elidyr
struck and fell back a dozen times, each loss finding
his diminishing army deeper in his own lands, and
the gnolls scouring the earth of castle, town, and city.

His numerous forays bled the host, racking up appall-

ing numbers of dead, but nothing Elidyr did could
halt the tide’s progress.

It wasn't until the Battle of Nine Sons, when much
of Nerath drowned in its own blood, that Elidyr
finally triumphed over the invaders. He and his sons,
each a bold knight and a great champion in his own
right, formed a wedge and rode their magnificent
chargers through the unruly ranks, driving deep
to reach its monstrous heart. As they rode, their
armies hit the horde from both sides, sacrificing
themselves in one final attempt to halt the enemy’s
progress. Elidyr and his sons fought through the
press, each taking grievous wounds and vanishing in
the sea of blades, claws, and teeth, until only the king
remained, dripping with the blood of his eldest and
most beloved son. It was then that the White Ruin
sought out this courageous warrior and challenged
him to single combat.

For nine days and nights, while the armies fought
around them, Elidyr and the White Ruin fought,
hacking and chopping at each other, neither willing to
surrender. On and on they battled until the dawn of
the tenth day, when the roiling dark clouds broke and
the light of the gods shone down upon the embattled
forces. The White Ruin, unaccustomed to the whole-
some power of the enraged gods, shielded his eyes,
giving Elidyr the chance he needed to drive home
his shining sword in the black heart of the terrible
monster. Just as he struggled to withdraw the blade,
the White Ruin loosed a tremendous screech and was
pulled, along with the noble king, into the Abyss.

The victory won at the cost of a king and his sons
proved bitter, for the destruction the kingdom suffered
was too much and its people were too scattered to
rebuild. In time, Nerath crumbled like the gnoll host,
until it too passed into history. Some whisper, though,
that Elidyr is not dead and lives on, fighting Yeenoghu
in the Abyss. They feel that one day he will defeat the
Beast of Butchery and return to the mortal world,
bringing with him a new age of justice and peace as he
drives back the darkness overtaking the world.
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ZAIDEN

“His demands are simple: kill. Follow his commands and
you shall know blessings beyond your dreams.”
—Zaiden

ZAIDEN EXEMPLIFIES THE SORT OF GNOLL that seeks
control over more than one gnoll pack. An individual
with great ambition and capable of unspeakable evil,
she cleaves to a simple reading of Yeenoghu's doc-
trine and coinmits herself to tearing down the works
of civilization and painting the world crimson with
the blood of her enemies. Her success has established
an unmatched bond with the Destroyer, enabling
her to tap into the raw stuff of the Abyss and bend it
to her will. A paragon of the Yeenoghu's evil nature,
she is a force of chaos and evil in the land, and many,
adventurers have met bloody ends at her hands.

OCCUPATION AND HISTORY

As the leader of Yeenoghu's largest gnoll pack, Zaiden
is fast becoming the mortal face of all that Yeenoghu
exemplifies. Her path was set soon after she was
born, when she murdered her siblings and devoured
the soft flesh of their innards. When she came of age,
she butchered her mother as a sacrifice and took her
father as her mate until she tired of him; after his
execution, she read his innards for the portents they
contained. Thereafter, Zaiden eliminated any other
cultist seeking to usurp her position until the only
ones left were those she personally had instructed

in the vile ceremonies and practices of Yeenoghu's
blasphemous church.
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DESCRIPTION

Zaiden is a large female gnoll who stands just under

7 feet tall and is possessed of a frame that's nearly all
muscle. Stinking yellow fur covers her, except around
her mouth and small blue eyes, where the fur darkens
to black. She wears filthy brown robes trimmed in
yellow fur on the sleeves and around the fringe of the
hood covering her head. Cured leather padding covers
the shoulders of her robes. All her clothing bears the
tell-tale signs of her work—they are spotted with dark

blood and reeking of decay, body odors, and excrement.

ATTRIBUTES AND SKILLS

Zaiden has no better understandings of the intrica-
cies of Yeenoghu's cult than does any other follower
in his service, but what she does have is an animal
magnetism—a powerful presence that allows her to
cow her lessers. When her charisma fails, she’s not
above using her fanged flail to instruct her follow-
ers in the virtues of obedience—often a fatal lesson.
Her greatest asset is her arsenal of terrifying magical
powers. Calling upon the will of Yeenoghu, she can
break demons she binds and rip apart her foes with
terrible curses.

VALUES AND MOTIVATIONS

Born into madness and evil, Zaiden has known
nothing other than the bloodlust and carnage her
master demands. She sees herself as the mortal

extension of Yeenoghu's will and exults in her status.
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even if it is only imagined. She demands absolute
obedience from her minions and is quick to kill any
who disappoint her.

DisTINGUISHING FEATURES

Zaiden has a detached manner and a measure of
self-control not found in most gnolls. When she’s
hard-pressed in combat, she reveals the beast within
as she drools and barks with insane bloodlust. Ropes
of her stinking spittle froth from her lips and broken
teeth to spill onto her robes, darkening her already
befouled vestments.

Zaiden
Medium natural humanoid XP 5,600
Initiative +14 Senses Perception +11; low-light vision
Fear and Loathing aura 5; each enemy within the aura takes
a -2 penalty to damage rolls.
HP 364; Bloodied 182
AC 34; Fortitude 33, Reflex 32, Will 34
Resist 10 psychic
Saving Throws +2
Speed 8
Action Points 1
(® Cruel Barbs (standard; at-will) + Weapon
+25 vs. AG; 2d10 + 5 damage, and the target is dazed
(save ends).
& Dark Utterance (standard; at-will) + Fear, Psychic
Close burst 6; targets enemies; +24 vs. Will; 4d6 + 6
psychic damage, and the target is pushed 5 squares.
Miss: Half damage, and the target is pushed 2 squares,
=% Whirlwind of Teeth (standard; recharge [i£])
Area burst 5 within 20; targets enemies; +24 vs. Reflex;
3d8 + 6 damage, and ongoing 10 damage (save ends}
< Yeenoghu's Claws (minor; encounter)
Close burst 3; all allies in the burst gain a +2 bonus
to attack rolls and damage rolls until the end of the
encounter,
Dark Portents (immediate reaction, when hit by an
attack; recharges when first bloodied)
Zaiden gains a +4 bonus to AC and all defenses until the
end of her next turn.

Level 20 Elite Controller (Leader)

Alignment Chaotic evil  Languages Abyssal, Common
Skills Intimidate +21, Religion +17

Str 20 (+15) Dex 18 (+14) Wis 13 (+11)

Con 14 (+12) Int 15 (+12) Cha 23 (+16)

Equipment flail

USING THIS VILLAIN

Zaiden could be responsible for any number of plots
and developments related to the Destroyer. She
craves attention from her master and so she embarks
on all sorts of depraved missions to catch Yeenoghu's
eye. Although she doesn’t want for power or influ-
ence, she has yet to receive a visitation from the
demon lord, and until she does, she hatches more and
more disgusting acts of utter depravity. One day, she's
certain Yeenoghu will take her as his bride and she
will rule by his side.

ENGLE
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CROCOTTA

CROCOTTAS ARE UNIQUE TO YEENOGHU'S REALM, and
they fill a niche similar to that of the hyena in the
natural world. These beasts are scavengers that have
a brutish cunning and an insatiable lust for killing.

DESCRIPTION

This predator blends the features of a wild boar and a
hyena. Black-spotted brown fur covers its head. Large,
brown, pitted tusks emerge from its canine jaw. The
rest of its body is hairless and covered with hideous,
crusty sores. It has a long, ratlike tail.

Level 9 Skirmisher
XP 400

Initiative +9 Senses Perception +11; darkvision

HP 94; Bloodied 47

AC 23; Fortitude 22, Reflex 21, Will 20

Resist 5 variable (1/encounter)

Speed 8

(D Gore (standard; at-will)
+14 vs. AG; 2d6 + 4 damage.

- Haunting Laughter (standard; encounter) + Fear,
Psychic
Close burst 3; +12 vs. Will; 2d10 + 6 damage, and the
crocotta slides the target 1 square. Miss: The crocotta
slides the target 1 square.

“ Morphic Visage (minor; recharge [:: :[i3l) + Husion
Close blast 3; +12 vs. Will; the target grants combat
advantage to the crocotta until the end of the crocotta's
next turn.

Craven (immediate reaction, when targeted by a power
with the fear keyword; at-will)

Whenever a crocotta is the target of an attack with the
fear keyword, it shifts 4 squares away from the source of
the attack.

Feint
If a crocotta shifts at least 1 square during its turn, its
melee attacks deal 1d6 extra damage.

Crocotta

Medium elemental beast ([demon)

Alignment Chaotic evil  Languages —

Skills Stealth +12

Str 19 (+8) Dex 17 (+7) Wis 15 (+6)
Con 14 (+6) Int 5 (+1) Cha 11 (+4)

CrOCOTTA TACTICS

Crocottas use pack tactics when hunting their prey.
They then use haunting laughter to put their oppo-
nent into harm’s way, slashing with their vicious
tusks, only to dart away if their foe returns with an
attack of'its own. The sound of their queer laughter
causes the target to move unbidden, so each crocotta
has a chance to tear into the enemy before closing in
for the kill.

CROCOTTA LORE

Arcana DC 15: Crocottas are demons of the
Abyss found throughout Yeenoghu's Realm. There,
they hunt escaped slaves and explorers alike, killing
whatever they encounter.

Arcana DC 20: The crocotta is a perverse
reflection of the natural hyena and employs many
of the same tactics. These demons possess a curious
bark that sounds like disturbed laughter. Those who
hear it move against their will. In addition, crocottas
can also twist their features in grotesque forms to
shock and frighten their foes.

Arcana DC 25: Crocottas are natural cowards
and flee any kind of stiff resistance. However, driving
off a pack of crocottas doesn’'t mean that they've given
up. Their hunger and hatred win out over their fear,
and they are sure to return until their victim is dead.

ENCOUNTER GROUPS

Most crocottas operate in small packs. A few demons
can break them of their natural independence and
use them as guardians and warriors.

Level 9 Encounter (XP 1,950)
+ 1 gnoll demonic scourge (level 8 brute, MM 132)
+4 crocottas (level 9 skirmisher)

Level 11 Encounter (XP 3,000)
+ 1 mezzodemon (level 11 soldier, MM 58)
4+ 6 crocottas (level 9 skirmisher)

- - -~ d :. "
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YEENOGHU'S REALM

Yeenoghu's Realm is a dire place that has all the nas-
tiest elements of the Abyss combined into one region
of depthless evil, cruelty, and wanton destruction. For
all the creatures dwelling in the Realm, the layer feels

empty. Great stretches of savannah lay undisturbed

except for the hot wind blowing from the Curseswal-

low to the east. The mountains are still and quiet
until pierced by the occasional shriek of the dying.
Even in the vibrant forest of the Seeping Woods,

BEHIND THE CURTAIN:
OLD AND NEW

Yeenoghu's been around for a long time, so this article
stands on the shoulders of many other writers who
tackled the challenge of defining the demon lord and
his place in the game. | definitely wanted to leave my
own stamp on the Prince of Gnolls, but | was mindful
of what has come before. Where possible, | wanted
to preserve the best ideas. Unless there’s a signifi-
cant shift in the story, a new edition doesn’t make a
brilliant stroke any less brilliant, and by honoring the
past, you show your respect for the canon and lore.

In my research for this article, I found plenty to
mine from books that go all the way back to the
beginning of the game, and | was amazed by how
much Yeenoghu’s fortunes have fallen since his
appearance in the first Monster Manual. | cover this
in pretty good detail in the “Yeenoghu and D&D”
sidebar, and it wasn't too tough to combine the
sometimes-contradictory elements into a complete
story that would work with the game’s points-of-light
setting,

D&D lore has Yeenoghu on the losing side more
often than not. The resentment such constant defeat
would undoubtedly create became central to the
character’s psychology. Yeenoghu had his butt kicked
by both Baphomet and Orcus, so he’s not about to
push his luck and lose his layer of the Abyss com-
pletely by mounting another invasion. Instead, the
Ruler of Ruin is all about ascendancy, circumventing
the normal way of things in the Abyss by taking a
hand in the mortal world, seducing and corrupting
the gnolls and becoming their god (so to speak). Fur-
thermore, keeping Yeenoghu'’s gaze fixed squarely
on the mortal world echoes what Carl Sargent did
in Monster Mythology, where he made the “ta’nari”
lord a usurper god, thus keeping the Demon Prince
in the canon as master over the gnolls, while keeping
his demonic origins buried (as 2nd Edition was wont
to do).

—Robert J. Schwalb

@chmonomicon of Iggwilv: Yeenoghu

nothing stirs. At night, the layer comes alive, when
the hunters emerge fromn hidden grottos and filthy
encampments. The screams of the slain, wet tearing
noises, and the grunts and clashes of combat sound
out, and the layer is pregnant with the coppery smell
of spilled blood.

Yeenoghu's Realm consists of five broad regions,
and all are more or less ruled by the Destroyer. By
far the largest is the Dun Savannah, an endless sea
of dead grasses punctuated with isolated stands of
gnarled trees and dimpled with pools of brackish
water. Here the gnolls run the wildest.

The savannah extends north to the foothills of the
Screaming Peaks, a jagged range of mountains claw-
ing at the leprous skies. Little more than sharp rocks,
slides, and scree, the tmountains were once home to
the realm controlled by the King of Ghouls. Even in
his absence, it remains a dangerous place due to the
undead dwelling here still.

The mountains give way to a great expanse of
salt-wastes stretching as far as the eye can see. Little
lives in these lands, though packs of ravenous ghouls
or twisted demonic constructs can survive in these
inhospitable wastes. Rumors hold that this barren
landscape marks the fall of a powerful champion
of the gods. In the deepest depths, in a black sea of
death, rest the remains of the mnurdered champion
and the salt of the lands are in fact the dried tears of
the deities who mourned his passing.

The eastern extent of Yeenoghu's Realm is a
yellow sea known as the Curseswallow. Since the
waters are poisonous, few gnolls roam its shores and
many, in fact, keep their distance because all sorts of
terrible creatures lurk just beneath the surface of the
ochre water. The Curseswallow is a haven of sorts for
those who escape the Beast of Butchery. Flotillas of
refugees, exiles, and rebels sail the seas. Foremost of
these fleets is the one commanded by the Cannibal
King, a ruthless human rogue who captains the Har-
vester. He and his crew press-gang sailors to replace
their fallen comrades and to serve as food for when
their stores grow thin. The Cannibal King seems
content to remain on the Curseswallow, but when he
does brave the deeper waters, his fleet returns swol-
len with a fresh crop of rotting hulks choked with
depraved sailors.

Finally, to the west lies the Seeping Woods. By
many accounts, this forest is infinite and spreads
beyond Yeenoghu's layer. Here, the gnarled trees
grow tall, blotting out the sun with a tangled canopy
of vines and yellow leaves. The splitting bark drips
green sap stinking of rot. Crawling through the
shadows are armies of toxic insects, slithering ser-
pents, and poisonous plants. The Seeping Woods
is nominally under the control of Yeenoghu, but
the Destroyer has had little luck in maintaining a
presence here because the forest rebels at intrusions
and gobbles up those who linger overlong.
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Yeenoghu'’s Realm is mostly untamed and savage
wilderness, but a few settlements have survived in
spite of the near-constant violence. Tiny logging
settlements are scattered throughout the Seeping
Woods, each harvesting wood and other materials to
supply Yeenoghu’s war machine. These encampments
never last for long and vanish soon after they are first
established. The cost in terms of life and labor is high,
but as the sole source of timber on the layer, new
settlements arise each month.

Three permanent cities are also in Yeenoghu'’s
Realm. Least of these is Vujak-Riln. A small city
compared to the others, it serves as a mustering place
to mount new expeditions into the Seeping Woods.
Gnoll and demon overseers round up “volunteers”
and dispatch them into the forest armed with axes
and dire threats. As long as timber comes out of the
woods, their masters care nothing for what goes on in
these darkened lands.

Vujak-Sesco controls the northern extent of the
realm. Behind its 300-foot-tall walls, gnolls, humans,
and a bevy of other races toil for Yeenoghu, mining
the mountains for iron and other metals with which
they fashion the weapons of war. Corpses litter the
streets, left where they are fallen to be worried by the
jackals and hyenas brazenly stalking the streets.

Vujak-Kesk is the seat of Yeenoghu's cult. Here, his
most fervid followers gather to perform awful rites
and ceremonies in the name of their master. In the
blood pits, new champions are pitted against blooded
gnolls, ogres, and others, so that the weak are win-
nowed out and the strong are tempered. Vujak-Kesk
is also the point where Yeenoghu gathers his armies
to march through the western Gathering Gate, a
strange anomaly tying the Realm to numerous other
worlds and planes.

Yeenoghu disdains these cities, preferring instead
to relax in the stinking throne room of his rolling for-
tress. Over 600 feet tall, ringed by a half-dozen walls,
and packed with buildings separated by tiny, narrow
streets, the entire structure weeps blood, and effluvia
from its gutters and a pall of smoke swirl about it.
Demons and slaves labor to pull the monstrosity,
while vrocks circle above, cackling as they drop to
feast on those crushed beneath its wheels. The for-
tress makes a circuit through the plane each year to

remind the denizens of the realm just who rules here.

Demonomicon of Iggwilv: Yeenoghu L@
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CREATURE INCARNATIONS:

KoBOLDS

SHIFTY LITTLE BUGGERS!

The kobold’s shifty ability might not seem too useful
at first, but after running a few games you should
start to notice its utility. Shifting twice in one round
is a powerful tool, especially in close quarters. In
addition, keep in mind that shifting as a minor
action is essentially a +1 bonus to speed. A kobold
can move up to its full speed and then shift into an
attack position.

Kobolds should almost always use one or two
shifts to move into a flanking position. They remain
in place only if they absolutely must stand their
ground, such as to protect a spellcaster from harm.

@} Creature Incarnations: Kobelds

by Mike Mearls

Wizards and paladins hate fighting kobolds. A
kobold under the effects of paladin’s challenge can
attack the paladin, shift, and then move away, fore-
ing the paladin to chase the kobold or allow his
challenge to end.

Wizards have a hard time targeting kobolds with
area spells, as they can shift around fighters and slip
into the party’s midst. Kobold minions,in particu-
lar, should use shifty to move apart, only bunching
up when they can ensure that any area attack also
includes a player character.



TRAPS AND TERRAIN

Kobolds build their lairs to help repel attackers. They
love small, cramped spaces that force their enemies
to split up or stumble directly into the traps they set.
Here are ten common kobold tactics:

1. Narrow Passages, Wide Rooms: Kobolds like
5-foot-wide corridors because they force intruders
to bunch up and make it hard to avoid traps. On the
other hand, wide rooms allow the more numerous
kobolds to surround characters.

2. Aim High: Kobolds prefer to build traps that
they can ignore, such as scything blades that whistle
harmless over a Small creature’s head, but impale
Medium or larger foes. Kobolds don’t build all their
traps this way, as they are useless against gnomes and
halflings, but they prefer them in cramped areas or
places where the kobolds expect to stand and fight.

3. Secret Doors: Kobolds love secret doors, espe-
cially ones in odd places. They don't mind crawling
through hidden passages, and they like building
entrances and exits in the ceiling or at the base or the
top of a wall.

4. Small Doors: A door sized for a Small crea-
ture slows down bigger foes, as do gates with bars far
enough apart for Small creatures to move through,
but too narrow for bigger ones. Treat these doors as
difficult terrain for Medium or bigger foes; the gates
require actions (to bend bars or open doors) or force
Medium creatures to squeeze through them. The
best part about such areas is that kobolds can use
shifty to slip through them, while enemies waste their
precious actions.

5. Delayed Traps: Many kobold trapsmiths build
snares with a safety switch. Until the switch is pulled,
the trap remains deactivated. Kobolds like to use spy
holes to watch a party move through a room, then
activate the traps behind them. When the characters
move through the “safe” area, the traps activate.

6. Arrow Slits: Kobolds like nothing more than
a one-sided fight. They sow their lairs with holes
through which they can fire arrows or crossbow bolts
from the safety of the opposite side of a wall.

7. Escape Routes: Kobolds live by the maxim that
an embarrassing retreat is better than a noble death.
They riddle their lairs with secret passages for quick
escapes, and it is the rare kobold chief who doesn’t
have a well-rehearsed escape plan handy.

8. Secrecy is a Shield: In dungeon environments
where kobolds must compete with bigger monsters,
they prefer to keep the exact location of their lair
secret. Kobolds prefer to protect important rooms
in their complexes with secret doors, trapdoors, and
other hidden passages. When faced with a tough foe,
they hide rather than fight.

9. Ambush: Kobolds attack with surprise when-
ever possible. They like to leave distractions that lure
the unwary into traps and ambushes, like small piles
of coins, shiny rocks and gems, or weird statues and
other features.

10. Guerrilla Tactics: Fight, run, and fight some
more are the basic principles of kobold tactics. Shifty
allows them to attack, shift, and run, a combination
kobolds love to use to lure enemies into traps and
ambushes. Kobolds hate decisive, drag-out brawls.
Instead, they nip away at the foe and fight to the
death only when cornered.

The Kobold Victory Chart
Kobolds are prone to victorious outbursts when they
finally defeat a foe. When a kobold reduces a character
to zero or fewer hit points, roll a d20 and consult the
following table if you want to inject some random
craziness into your game:

1-10. No effect.

The kobold lacks the imagination to do anything interest-
ing. It might chitter or giggle, but it really doesn’t know
what to do when it defeats something.

11. Kill things, take their stuff!

The kobold picks an item off the fallen adventurer as its
trophy. It spends a minor action next round dancing in
celebration before running off to hide its treasure.

12. Ask not what you can do for the tribe!

The kobold spends a round standing on the fallen ad-
venturer's body, delivering a victory speech. All kobolds
within 5 squares heal 5 hit points.

13. 1 attribute my success solely to luck!

The kobold immediately hides in its victim's backpack or
under his or her unconscious/dead form.

14. Whoal That’s never happened before!

The kobold is stunned until the end of its next turn,
shocked by its own success.

15. Come get some!

The kobold spends a round taunting the nearest PC,

16. Victory!

The kobold lets out an inspiring whoop that grants all
kobolds within 5 squares +1 on attacks for the rest of the
fight.

17. You're next!

The kobold gains an action point.

18. This will only anger them!

The kobold drops its weapon and runs away in fear of
retribution. It comes back to the fight in 1d4 rounds.

19. I'm only getting started!

The kobold regains hit points up to its bloodied value if
bloodied, or up to its maximum value if it is not bloodied.
20. FEAR ME!

The kobold gains +2 to attack rolls and damage rolls and
+1 to all defenses until the end of the encounter,

Creature Incarnations: Kobolds \@
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Kobold Chieftain

Level 5 Soldier (Leader)
Medium natural humanoid XP 200
Initiative +5 Senses Perception +8; darkvision
HP 65; Bloodied 32
AC 17; Fortitude 18, Reflex 15, Will 17; see also trap sense
Speed 5
@ Battle Axe (standard; at-will) ¢ Weapon
+12 vs. AC; 1d8 + 5, and the target is marked until the
end of the chieftain's next turn.
+ Fight On, You Slugs! (minor; recharge [: 1))
Close burst 2; each kobold ally in the burst gains a +4
bonus to its next attack roll.
+ Knee Splitter (standard; encounter) ¢ Weapon
+12 vs. AC; 2d8 + 5 damage, and the target is
immobilized (save ends). Aftereffect: The target is slowed
(save ends).
+ Cheap Shot (minor; recharge i)
+10 vs. Fortitude; 1d8 damage, and the target is stunned
(save ends).
Shifty (minor; at-will)
A kobold can shift 1 square as a minor action.
Trap Sense
A kobold gains a +2 bonus to all defenses against traps.

Alignment Evil Languages Common, Draconic
Skills Diplomacy +10, Intimidate +10

Str 18 (+6) Dex 13 (+3) Wis 12 (+3)

Con 17 (+5) Int 12 (+3) Cha 17 (+5)

Equipment plate armor, battleaxe, sling

KoBoLD CHIEFTAIN TACTICS

Occasionally, a kobold is born who grows to an
astounding height for his folk. These specimens
invariably become chieftains, combining a kobold’s

(Left to right) kobold rat master, vermin handler, and wild mage

}Crea!ure Incarnations: Kobolds

low cunning with the strength and toughness of a
dwarf. In combat, a chieftain fights dirty. He makes
low blows and does whatever it takes to win. Chief-
tains lead froin the front, but they are never shy about
using shifty combined with a double move to escape a
difficult situation.

KoBoLp WILD MAGE TACTICS

Kobold wild mages practice a dangerous, rudimen-
tary form of arcane magic taught to them in ages
past by their dragon masters. The kobolds received
incomplete training, and their dangerous, arcane
techniques still survive to this day. While kobolds
can and do train as wizards, warlocks, and other
casters, some kobolds see the use of wild magic asa
badge of honor. The risks they take, and the power
they wield, draw the respect of the tribe.

In combat, kobold wild mages use a simple strat-
egy. They stand behind their allies and blast away
with their wild magic attack, pouring energy into their
enemies in an effort to overwhelm them with raw
power. Wild mages pay particular attention to enemy
wizards and other casters.

In battle, wild mages surge with arcane power. It
rumbles just beneath their skin, and sometimes man-
ifests as belches of fire from their mouths, miniature
lighting strokes from their eyes, or a patina of frost
beneath their feat. They are jumpy, easily startled,
and prone to stuttering, mild seizures, and random
muscle spasms.




Level 5 Controller
XP 200

Kobold Wild Mage
Small natural humaneid
Initiative +4 Senses Perception +4; darkvision
HP 62; Bloodied 31; see also wild blast
AC 17; Fortitude 16, Reflex 17, Will 18; see also trap sense
Speed 6
® Dagger (standard; at-will) ¢+ Weapon
+7 vs. AG; 1d4 + 2 damage.
(%) Wild Surge (standard; atwill) ¢ Implement
Ranged 10; +9 vs. Reflex; 1d6 + 4 damage, and the wild
mage slides the target 2 squares.
¥ Wild Magic (standard; atwill) ¢ Implement; Varies
Ranged 10; +9 vs. Reflex; on a hit, roll a d4 to determine
the effect:
1—Flame Bolt (Fire): 1d8 + 4 fire damage, and ongoing 5
fire damage (save ends).
2—Frost Bolt (Cold): 1d6 + 4 cold damage, and the
target is immobilized (save ends).
3—Lightning Arc (Lightning): 1d8 + 4 lightning damage,
and the target is dazed (save ends).
4—Venom Bolt (Poison): 1d6 + 4 poison damage, and
the target takes ongoing 5 poison damage and is slowed
(save ends both).
Wild Teleport (immediate reaction, when the wild mage is
damaged; encounter) + Teleportation
The kobold wild mage teleports 1d6 squares.
< Wild Blast (when reduced to 0 hit points)
Close burst 2; +10 vs. Reflex; 2d6 + 4 fire, cold, and
lightning damage.
Shifty (minor; at-will)
A kobold can shift 1 square as a minor action.
Trap Sense
A kobold gains a +2 bonus to all defenses against traps.

Alignment Evil Languages Draconic
Skills Arcana +10, Stealth +11

Str 11 (+2) Dex 15 (+4) Wis 15 (+4)
Con 14 (+4) Int 16 (+5) Cha 16 (+5)

Equipment dagger, wand, robes

Kobold Piker Level 2 Brute
Small natural humanoid XP 125
Initiative +2 Senses Perception +7; darkvision

HP 42; Bloodied 21

AC 15; Fortitude 15, Reflex 14, Will 14; see also trap sense

Speed 6

(B Kobold Pike (standard; at-will) Weapon
+5 vs. AG; 1d10 + 3 damage.

Piker Tactics
If a piker readies an action to make a basic melee attack
against a foe that enters a square adjacent to it, it gains
+4 to damage rolls on that attack.

t Warding Strike (standard; recharge [][)) + Weapon
+5 vs. Fortitude, with a +1 bonus per ally adjacent to
the target; 1d10 + 3 damage, and the target is pushed 1
square,

Shifty (minor; at-will)

A kobold can shift 1 square as a minor action.

Trap Sense
A kobold gains a +2 bonus to all defenses against traps.
Alignment Evil Languages Draconic
Skills Athletics +8, Stealth +9
Str 15 (+3) Dex 13 (+2) Wis 12 (+2)
Con 12 (+2) Int 7 (-1) Cha 10 (+1)

Equipment hide armor, pike

KoBoLD PIKER TACTICS

Pikers are the biggest and dumbest kobolds, the ones
willing to man the front line against an invading
force. While pikers are dull for their kind, they still
possess the low cunning typical of all kobolds.

Pikers form a rough line to block their opponents’
advance. They prefer to ready an attack to skewer a
foe who draws near, using their strength and the foe’s
momentum to stab him with a deadly attack. Once a
piker is engaged by a foe, it uses shifty to move back
2 squares and then readies an action to make a basic
attack against a foe that draws near. While the kobo-
Ids slowly yield ground to their advancing enemies,
their piker tactics ability allows them to slowly and
steadily wear down the enemies’ strength.

A piker saves its warding strike ability as a last
resort measure. As the pikers fall back, they eventu-
ally must stand their ground. Warding strike allows
them to push their foes away, either creating a gap in
the enemy formation that they can shift through or
buying a moment to run away.

Pikers make deadly use of traps by attacking and
falling back, luring enemies ahead to step on pressure
plates, trip wires, and other triggers. Warding strike
also lets them slam a foe into a trap.

Level 3 Controller

Kobold Spiker
Small natural humanoid
Initiative +4 Senses Perception +3; darkvision
HP 44; Bloodied 22
AC 17; Fortitude 14, Reflex 15, Will 14; see also trap sense
Speed 6
Short Sword (standard; at-will) ¢ Weapon
+7 vs. AC; 1d6 + 3 damage.
@ Sling (standard; at-will) ¢+ Weapon
Ranged 10/20; +7 vs. AC; 1d6 + 3 damage.
< Foot Spikes (minor; encounter) + Trap
As a minor action, a kobold spiker can drop caltrops
in an adjacent square. Whenever any Medium or
larger creature enters a square containing caltrops,
the caltrops make the following attack: +10 vs. Reflex;
2d4 + 4 damage, and the target is slowed (save ends).
Once caltrops hit with an attack, they are crushed and
destroyed. A spiker carries enough caltrops to fill 1
square.
¥ Knee Shot (standard; at-will) + Weapon
Ranged 10/20; +7 vs. AC; 1d6 + 3 damage, and the
target is pushed 1 square. If a creature is attacked by a
trap due to this forced movement, the creature grants
combat advantage to the trap.
Shifty (minor; at-will)
A kobold can shift 1 square as a minor action.
Trap Sense
A kobold gains a +2 bonus to all defenses against traps.

XP 150

Alignment Evil Languages Draconic

Skills Dungeoneering +8, Stealth +11, Thievery +11
Str 11 (+1) Dex 16 (+4) Wis 14 (+3)
Con 12 (+2) Int 11 (+1) Cha 11 (+1)

Equipment leather armor, sling, short sword, foot
spikes (caltrops)
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KoBoLD SPIKER TACTICS

Kobold spikers are expert trapsmiths and tinkerers.
They help construct the snares, deadfalls, and other
traps that ring a kobold lair, and in combat they use
foot spikes—small, improvised traps, to force their
enemies into their traps or block a foe's advance.

Spikers are so named for the foot spikes they carry,
wood and stone caltrops that shatter when a crea-
ture steps on them. Spikers scatter these on the floor
before an advancing enemy before dodging back
behind a line of waiting pikers. The foot spikes force
an enemy to make a difficult choice: either risk a hob-
bling attack from the spikes or gamble on whether
the open path through the spikes is riddled with
traps.

After spikers drop their foot spikes, they use care-
fully aimed shots from their slings to knock foes
backward into their traps. Through careful timing,
good aim, and a near intuitive sense of how traps
work, a spiker leaves his opponent vulnerable to a
trap’s subsequent attack.

Kobold Vermin Handler Level 3 Artillery
Small natural humanoid XP 150
Initiative +4 Senses Perception +2; darkvision
HP 38; Bloodied 19
AC 16; Fortitude 13, Reflex 14, Will 13; see also trap sense
Speed 6
(D Hand Axe (standard; at-will) + Weapon
+7 vs. AC; 1d6 + 3 damage.
@ Sling (standard; at-will) ¢ Weapon
Range 10/20; +10 vs. AC; 2d6 + 3 damage.
¥ Vermin Cage (standard; encounter) + Poison, Weapon
Range 5; +8 vs. Reflex; 1d8 + 2 damage, and the target
takes ongoing 5 poison damage and is dazed (save ends
both). Miss: Half damage, and the target takes ongoing 2
poison damage and is slowed (save ends both).
Shifty (minor; at-will)
A kobold can shift 1 square as a minor action.
Trap Sense
A kobold gains a +2 bonus to all defenses against traps.

Alignment Evil Languages Draconic
Skills Acrobatics +9, Stealth +11, Thievery +11

Str 11 (+1) Dex 17 (+4) Wis 12 (+2)
Con 14 (+3) Int 10 (+1) Cha 10 (+1)

Equipment leather armor, hand axe, sling, vermin cage

@ Creature Incarnations: Kobolds

KoroLD VERMIN HANDLER TACTICS

A kobold vermin handler tends to the tribe’s insect
pets and herd animals. Some kobold tribes raise
beetles, spiders, and scorpions as food. The vermin
handlers provide these vermin with food, take care of
their nests, and harvest them to feed the tribe.

The vermin handlers spend almost all their time
with their charges. While other creatures would face
a multitude of poisonous bites from these creatures,
vermin handlers can handle them with ease.

When the tribe faces a threat, the vermin handlers
gather the most poisonous of their charges, load them
into rickety, wooden cages, and rush to the front lines
of the battle. In combat, the vermin handlers hurl
these cages at their enemies. The cage splinters on
impact, covering the target in a small swarm of angry,
biting insects.

After throwing their cages, the handlers fall back
to fire their slings. They have excellent aim because
they practice by shooting fleeing insects out of the air,
allowing them to land deadly shots.

Kobold Rat Master Level 4 Elite Soldier
Small natural humanoid XP 350
Initiative +6 Senses Perception +3; darkvision

Rat Horde aura 1; each enemy that begins its turns within
the aura takes 5 damage. Enemies treat squares in the
aura as difficult terrain. See also devouring horde.

HP 114; Bloodied 57

AC 20; Fortitude 18, Reflex 17, Will 16; see also trap sense

Speed 6

(® Whip (standard: at-will) ¢+ Weapon
Reach 2; +11 vs. AC; 1d4 + 2 damage, and the target is
pulled 1 square.

< Gnawing Rats (standard; at-will)

Close burst 2; +9 vs. Fortitude; 1d6 + 2 damage and
ongoing 5 damage (save ends). See also devouring horde.

* Devouring Horde (standard; encounter)

Ranged 5; +9 vs. Fortitude; 1d6 + 3 damage, and the
target is stunned (save ends); until the target saves,

the rat master loses its rat horde aura and the use of its
gnawing rats attack.

< Rat Frenzy (standard; encounter)

Close burst 1; +9 vs. Reflex; 2d6 + 3 damage.

Shifty (minor; at-will)

A kobold can shift 1 square as a minor action.

Trap Sense
A kobold gains a +2 bonus to all defenses against traps.

Alignment Evil Languages Draconic
Skills Nature +8

Str 14 (+4) Dex 15 (+4) Wis 12 (+3)
Con 17 (+5) Int 12 (+3) Cha 13 (+3)

Equipment hide armor, whip



KoBoLD RAT MASTER TACTICS

The rat master is one of the most respected and pow-
erful kobolds within a clan. Many tribes keep dire
rats as a combination of war beasts, pack animals,
and food source. The strongest rats fight alongside the
clan, while the weakest and sickliest are destined for
the butcher’s chopping block.

Rat masters are continually surround by a swarm
of small, ferocious rats. These vermin crawl over the
rat master and attack the master’s enemies. They are
a sea of gnawing teeth around the master, devouring
his enemies at his command.

Rat masters rely on the damage inflicted by their
auras to bring down their enemies. In particular,
they use shifty to slip between their enemies. Once a
rat master engages the enemy, it shifts twice per turn
using two minor actions.

Kobold Horde
Medium natural humanoid (swarm)
Initiative +6 Senses Perception +2; darkvision
HP 67; Bloodied 33
AC 19; Fortitude 18, Reflex 18, Will 16; see also trap sense
Resist half damage from melee and ranged attacks;
Vulnerable 10 against close and area attacks
Speed 6
® Horde of Knives (standard; at-will) ¢ Weapon
+11 vs. AC; 1d8 + 5 damage.
< Overwhelming Surge (standard; recharge (1] [i§]) 4
Weapon
Close burst 1; +9 vs. Fortitude; 1d8 + 5 damage, and the
target is knocked prone.
} Swarm the Fallen (minor; recharge /(1) ¢ Weapon
Targets prone enemies; +13 vs. AC; 1d10 + 6 damage.
Shifty (minor; at-will)
A kobold can shift 1 square as a minor action.
Trap Sense
A kobold gains a +2 bonus to all defenses against traps.

Level 6 Skirmisher
XP 250

Alignment Evil Languages Draconic
Skills Stealth +9

Str 13 (+4) Dex 13 (+4) Wis 9 (+2)
Con 11 (+3) Int 7 (+1) Cha 8 (+2)
Equipment daggers

KoBoLD HORDE TACTICS

A kobold horde is a tightly packed mob of kobolds
whipped into a frenzy and unleashed against the
enemy. Sometimes, the common laborers within a
tribe mob together in a desperate, panicked attempt
to overwhelm the enemy. Other times, a hobgoblin
warlord gathers kobold prisoners together, starves
them half to death, and then unleashes the desperate
mob on the enemy.

Kobold hordes fight with simple tactics. They
use the weight of their numbers to pull an enemy to
the ground and rend him or her to death with their
knives and claws. Their shifty ability makes them
particularly deadly, as they can slip through defensive
lines to surround and slay individual warriors.

Kobold War Priest

Level 5 Controller
Small natural humanoid XP 200
Initiative +3 Senses Perception +5; darkvision

HP 65; Bloodied 32

AC 19; Fortitude 18, Reflex 16, Will 19; see also trap sense

Speed 5

(® Mace (standard; at-will) 4 Weapon

+10 vs. AC; 1d6 + 5 damage.

&) Venomous Sting (standard; at-will) ¢ Implement, Poison
Range 5; +9 vs. Fortitude; 1d6 + 2 poison damage and
ongoing 5 poison damage (save ends).

< Surge of Terror (standard; recharge (2|t #]) ¢ Fear,
Implement

Close burst 2; 49 vs. Will; 1d6 + 2 psychic damage, and
the target is pushed 3 squares and dazed (save ends).

¥ Devouring Stone (standard; encounter) 4 Implement

Ranged 10; +9 vs. Reflex; 2d6 + 3 damage, and the target
is immobilized (save ends). Each time the target fails to
save against this effect, it takes 1d6 damage.

Shifty (minor; at-will)

A kobold can shift 1 square as a minor action.

Trap Sense

A kobold gains a +2 bonus to all defenses against traps.

Alignment Evil Languages Common, Draconic
Skills Intimidate +10, Religion +10

Str 14 (+5) Dex 13 (+3) Wis 17 (+5)

Con 17 (+6) Int 14 (+4) Cha 16 (+5)

Equipment scale armor, mace, holy symbol

KoroLD WAR Priest TACTICS

War priests lead the faithful into battle. They advise
kobold chieftains, sometimes even rising to that posi-
tion themselves. In battle, they lurk just behind the
ranks of kobold warriors, using their surge of terror
and devouring stone spells to isolate the enemy and
allow the tribe to surround and slay adventurers one
by one.

Creature Incarnations: Kobolds \@
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THE ASHEN COVENANT

The majority of cults dedicated to Orcus are, in a
way, predictable evils. They seek destruction for its
own sake, they collect innocent blood to slake their
lord’s thirst, and they possess his hatred for all life.
Horrible, yes. Vile, absolutely. But these are localized
evils, which are manageable in their own way. Once
such a hidden cult has been unearthed, their goals
and their methods can be anticipated. Others among
the Prince of the Undead’s cults are not so predict-
able, nor randomly wanton, in their violence. Focused
and driven, they spread pain, violence, and undeath
not out of sheer joy of carnage, but for purposes

far darker. Of these, one of the worst is dubbed the
Ashen Covenant.

] The Ashen Covenant

by Ari Marmell

Spearheaded by the zealous Elder Arantham,
the Ashen Covenant is not a sect unto itself, but a
movement growing in numbers throughout Orcus’s
cults. Followers of the Covenant—also called Grave-
Speakers, Ash-Bearers, and Disciples of the Hollowed
Grave—are driven by a single goal: to aid the ascen-
sion of their prince to the throne of the Raven Queen.
and to help him gain sovereignty over all dead souls.

Through ancient magic and theologies, the Ashen
Covenant seeks to fundamentally change the cycle
of life. Undeath will no longer be an abomination,
requiring the working of terrible necromancies, but
the natural consequence of life. Everyone who dies
will rise once more into a shambling undead exis-
tence. Orcus will supplant the Raven Queen because
undeath will have supplanted death.




HISTORY OF THE
COVENANT

Little is known about Elder Arantham, founder of the
Ashen Covenant movement. His followers know he
was once a high priest in Bahamut’s Church, and that
he turned to Orcus after a crisis of faith, but beyond
that, none can say.

BLESSED OF ORCUS

Elder Arantham’s notoriety began when he set out to
uncover a copy of the ancient ritual that transforms
apostate priests into foul undead creatures called
huecuvas. In a ceremony witnessed by his fellow
cultists, Arantham shed the last of his humanity—
and, as he proclaimed, “the last lingering stench of
my prior misguided beliefs.” Word of the priest’s
zealous embrace of undeath spread in whispers and
hidden messages throughout Orcus’s sects, and his
cult swelled with new worshipers, their souls stirred
by Elder Arantham’s powerful sermons on Orcus’s
dark glory.

It was then that Arantham began first to focus his
sermons less on Orcus and undeath in general, and
more on the notion of Orcus’s eventual and inevitable
rise to the Raven Queen’s throne—though he pursued
the issue with less fervor than he would later display
as part of the Ashen Covenant movement. Yet his
ascension to undeath was the first of Arantham’s
tributes to the Blood Lord. As his cult grew, the foul
huecuva returned to the temple of Bahamut where he
once served. There, in a bloodbath of mythic propor-
tions, he not only massacred the entire priesthood
but also raised them as shambling zombies, whom he
then set loose upon the surrounding city.

Arantham’s following tripled within the year.
However, his efforts drew down the wrath of the city
government and various religious orders, which put
aside their differences to hunt the destroyer of Baha-
mut’s temple. Several of Arantham’s followers were
captured, but none revealed their hidden shrine or
the identity of their leader.

Arantham'’s actions also drew the attention of
Holchwier, an undead glabrezu and exarch of Orcus.
Appearing in a burst of fire before Arantham’s cult-
ists, Holchwier berated the priest, insisting that his
activities were too overt and too great a threat to the
survival of what was supposed to be a hidden cult.

Elder Arantham listened quietly and then, calm
and polite as ever, invited the exarch to discuss the
sifuation in a more private setting,

None can say what occurred behind those closed
doors. And every cultist present watched, eyes wide,
as Elder Arantham emerged from the meeting, his
desiccated fingers coated in demonic blood. Holch-
wier, he proclaimed loudly, was a coward, unfit

to serve the Prince of the Undead—and he, Elder
Arantham, would take IHolchwier’s place as exarch.

The cultists waited for the wrath of Orcus to strike
down their leader. When it never came, the notoriety
of Elder Arantham, self-proclaimed exarch, grew fur-
ther still, as did the size of his following.
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BEHIND THE CURTAIN:
DEMONIC SCHEMES

You know, it’s funny. | like Orcus, as a DM; | always
have. But there have always been fiends | like better.
Demogorgon, Anthraxus, Juiblex, and Mephistoph-
eles, for example, if we go all the way back to st
Edition; or Dagon and Obox-Ob, from 3E. Yet despite
that fact, I've always found it easier to come up with
plots and adventures that involve Orcus than any of
the others.

I’'m not entirely certain why that is, but | suspect
it has to do with goals. As far back as 2nd Edition,
if not earlier, Orcus has always had some pretty
clearly defined goals, for a demon, and they've usu-
ally involved ascending to divinity in some form or
another.

So when 4th Edition came along, and | saw that
one of Orcus’s goals was to overthrow the Raven
Queen and take her throne as the god of death, the
wheels began turning pretty quickly.

The first questions it sparked in my mind were
these. First, just how would Orcus go about arranging
this? Somehow, just facing off against a major god-
dess in the boxing ring didn’t really seem likely. What
sorts of complex and intricate schemes would go into
something as major as replacing the Raven Queen?

And second, just what sorts of sickos (albeit pow-
erful sickos) would be interested in helping him
accomplish this? What would they gain out of it, and
how could they assist? It was those thoughts that first
put me on the path that ended with the creation of
the Ashen Covenant.

—Ari Marmell

THE COVENANT 1S BORN

Having received inspiration from Orcus in dreams
that came to him in the dark of night—despite the fact
that undead do not sleep—Elder Arantham redoubled
his focus on aiding the demon’s ascent to the Raven
Queen’s throne. He preached long and eloquently
about every worshiper’s duty to aid in that goal, and
he claimed that this should become the defining

effort of all Orcus’s cults.
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Naturally, when word reached them, the leaders
of other cults disagreed. But many of their followers
were convinced, enough for Arantham’s ideals to
become the basis of a movement that would spread
throughout the cults of Orcus. This was the birth of
the Ashen Covenant—a compact, Arantham claimed,
between Orcus and his followers that would change
the natural order of the world.

THE COMING SCHISMS

Today, the Ashen Covenant is one of the largest uni-
fied movements among Orcus’s worshipers. It still
lacks sufficient cohesion to break off into its own
global sect—partly because its members are geo-
graphically scattered between the various cults, and
partly because the various factions within the move-
ment cannot agree on how best to accomplish their
goals. But as more worshipers flock to Arantham’s
words, placing adherence to his teachings over loyalty
to their own cult leaders, it can only be a matter of
time before the Ashen Covenant becomes a world-
spanning entity all its own.

Yet even as it borders on independence, the
Covenant faces a potential schism of its own. The
undead warlord Mauglurien, leader of the Ebon
Riders, has grown dissatisfied with Elder Arantham’s
leadership. Though not so powerful or charismatic
as the huecuva, the death knight has followers of his
own-and as his philosophies gain more support, his
faction grows ever nearer the day when it must split
from the Ashen Covenant. When that happens, none
can say if the differences between the two factions
will erupt in sectarian warfare—but given the chaotic
and bloodthirsty nature of those involved, it seems
likely indeed.

THE COVENANT’S GOALS

The Covenant seeks to elevate Orcus to the Raven
Queen’s throne by changing the natural order of the
world itself. In Elder Arantham’s vision, undeath is
the natural end to life. All creatures that die would
rise again—not due to necromantic rituals, or planar
conjunction with the Shadowfell, but naturally.

It's a lofty goal, if a demented one, and not easy
to achieve. In fact, the Ashen Covenant is split into
numerous subsects along philosophical lines, as its
members argue over what method might best accom-
plish this objective. Elder Arantham has yet to choose
one particular means as the Covenant’s focus, instead
allowing each faction to try to prove that their phi-
losophy is most likely to succeed. Each philosophy
is, perforce, based heavily on theology, speculation,
and guesswork—though their adherents are only too
happy to conduct whatever experiments are neces-
sary to prove their point.
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DivINE REANIMATION

One of the largest factions believes that they need slay
the Raven Queen and reanimate her as an undead god.
This, they claim, will allow undeath to replace death

in the natural order--and even should it not, it would
place the Raven Queen under Orcus's dominion.

Others argue that even if the Covenant had the
power to do this, undeath is no guarantee that a god
must bow to Orcus. Witness Vecna, they say. Yet
those who believe seem convinced that, if slain and
reanimated by disciples of the Blood Lord, the Raven
Queen would prove a different case.

The loudest proponent of this theory is the dwarf
death knight Mauglurien, leader of the Ebon Riders,
whose anger that Arantham has not adopted this phi-
losophy grows daily.

PLANAR ANNEXATION

This theory suggests that Orcus would control all
dead souls and replace death with undeath in the
natural cycle, if he could annex the Shadowfell into
his own Abyssal realm. They point out that numer-
ous planes already overlap the natural world; if those
“extrusions” could be stretched through the world,
allowing the Elemental Chaos to form stronger bonds
with the Shadowfell, then Orcus could flood the
realm of the dead with his own undead and demons,
Eventually, they claim, the sheer weight of Abyssal
energy would drag the Shadowfell into permanent
conjunction with Thanatos.

The spokesperson for those who adhere to this
view is Khavra Akti, a female eladrin wizard with an
unhealthy fascination for all things related to death
and necromancy.

NEw GENESIS

A minority—and a growing one—of Covenant
members maintains that, as the gods only shaped the
world, the Ash-Bearers must turn to the power of
those who created it. They believe that only the pri-
mordials have the power to so fundamentally change
the world, and that the Covenant should be seeking
primordial-created magic from the dawn of time, or
else hunting for means to manipulate the surviving
primordials themselves. With such power at their
fingertips, even the gods could not stop them from
reshaping reality as they see fit.

The leading voice for this philosophy is Shonvurru,

an undead marilith who is possibly the only member
of the Covenant with power on par with Elder
Arantham.

EXTORTION

Many Grave-Speakers believe that the simplest path
is to find something that even the gods fear and force
them to change the world. This movement has not
grown since its inception, since its members cannot
agree on what, exactly, would strike such terror into
the gods. Nevertheless, the idea continues to thrive.
Sithas Tyrr, a human paladin of the Blood Lord,
spearheads the followers of this philosophy.

WEIGHT OF NUMBERS

Perhaps the most straightforward of the Covenant’s
competing philosophies is based on the notion that
the best way to change the world is, well, to change
the world. They believe that if the undead ever out-
number the truly dead, the “weight of reality” will tip,
with undeath replacing death.

Straightforward, perhaps, but hardly easy. None
can honestly say how many sentient beings have lived
and died since the dawn of history; it might be an
impossible task, by the numbers. Nevertheless, the
faction focuses their efforts on animating undead in
unprecedented numbers.

By far the most outspoken proponent of this
theory is the “Mad Animator” Kielno Varim, a
tiefling warlock.

BEHIND THE CURTAIN:
THE FIRST COVENANT

The organization that became the Ashen Covenant
was created primarily for 4th Edition. But the name
“Ashen Covenant” and certain aspects of the sect
actually come from back in early 3rd Edition.

In 2002 (or thereabouts), | ran a campaign in a
homebrew setting, and one of the recurring adver-
saries the PCs ran into was a group called the Ashen
Covenant. It wasn’t a cult of Orcus in that campaign;
rather, it was a band of undead mercenaries, devoted
to a death god specific to that setting. They're what
became the Ebon Riders sect of the Ashen Covenant as
described in this article, though in that campaign they
were the entirety of the group, not a portion of it.

At that time, the undead dwarven warlord Mau-
glurien wasn’t a death knight. He and his lieutenants
were vampires, all of whom rode in the daylight wear-
ing heavy suits of full plate with darkness spells cast
inside them. | gave some serious thought to keeping
him that way in the article, but ultimately the 4th Edi-
tion version of the death knight just fit hin and his
persona so much better that | wound up going that
way. Still, | love the notion of vampires with “inner
darkness” armor, and | may revisit the notion in some
future project.

~Ari Marmell
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QUESTS AND
ADVENTURE HOOKS

The following adventure hooks serve to introduce
the Ashen Covenant to a campaign, and showcase
the sorts of ways the different factions go about
attempting to achieve their philosophical goals.

The Plague of Empty Graves (Minor Quest,
Suggested Level 4): During the chaos and tumult of
the battle, the PCs must ensure that a specific person
is safe and alive over the course of the bloody night.

Hook: One of the PCs has friends or relatives in
the town.

Starting the Quest: The adventure begins when
the PCs spend the night in a small village. Not long
after nightfall, a strange mist rises. Screams draw the
PCs outside, where they find skeletons and zombies
attacking the townsfolk. Although the PCs can save
some, they quickly realize that the undead number
far too many to be defeated; the town's entire graveyard
has awakened. Even worse, every individual slain
rises again in a matter of moments to join the murder-
ous horde. The PCs must attempt to survive the night,
for the undead all depart come morning.

Possible Outcomes: After the battle, the PCs may
choose to follow up on discovering the source of
the necromantic mist (see below). If not, as they
travel, they may run into other towns that have been
destroyed by undead creatures.

The Necromantic Mist (Major Quest, Suggested
Level 4): Destroy the source of the necromantic mist.

Hook: If the PCs do not choose to follow up on the
Plague of Empty Graves quest, one of the town's sur-
vivors—a priest, perhaps, or local elder—begs them to
ensure that this effect does not repeat itself, and that
no other towns are destroyed in this fashion. He even
offers to seek support from the churches in the near-
est major community (a few days distant) in raising a
reward for them to do so.

Starting the Quest: The PCs can choose to follow
the tracks of the undead who have shambled out of
the town, or perhaps they discover that one of the
surviving townsfolk is a cultist here to observe how
the mist works.

Possible Outcomes: Upon deciding to follow up
on the necromantic mist, PCs can eventually learn
that a small cadre of Orcus worshipers is behind
these events. Members of Kielno Varim's faction of
the Ashen Covenant have developed a necromantic
mist that causes all corpses within to rise. The PCs
must discover the magic used to create this mist and
destroy it. Otherwise, the cult continues to wipe out
village after village in their never-ending quest to
expand the range and effectiveness of the mist.
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The Flood of Shadows (Minor Quest, Suggested
Level 8): Discover what form of magic or curse
plagues the coastal city and find out where several
missing people have gone.

Hook: The PCs doubtless have attained a measure
of local fame by this level. Representatives of the com-
munity seek them out, begging them to help figure
out why the community is experiencing such trouble
recently.

Starting the Quest: A coastal community is expe-
riencing a multitude of problems. A terrible storm
has blown in from the coast, and it has been pound-
ing the community with battering rains, fearsome
winds, and deafening thunder for several days. Even
stranger, and far more disturbing, is the fact that
people have been noting a number of disappearances.
Some locals have vanished in the middle of perform-
ing their daily activities (or what daily activities are
still possible within the storm). Many others who
have not vanished have reported strange, cerie sensa-
tions to the town's guards and the local churches.
They claim that they walked through areas of soul-
numbing cold, worse than that caused by the storm.
In them, they say, the community has strangely
shifted; buildings move or do not exist at all, streets
lead to places they should not, and even the storm is
absent in these areas.

What's happening is that Khavra Akti’s faction
of the Covenant is taking advantage of a rare planar
phenomenon to test some theories. The intense storm
is the result of a conjunction between the real world
and the Elemental Chaos. Using weather control ritu-
als, the Grave-Speakers have directed it here, where
the borders between the world and the Shadowfell
lightly touch. By empowering the tie with a ritual,
they hope to create a better link to Tempest.

Possible Outcomes: The PCs might prevent Khavra
Akti’s current scheme from coming to full fruition by
disrupting the long ritual and dealing with those she
had sent to accomplish this goal. Additionally. while
the PCs investigate the missing PC aspect, they can
find out that these people are in the Shadowfell. In
this latter case, see Beyond the Storm below.

Beyond the Storm (Major Quest, Suggested
Level 8): Go after the missing people and return
them to their homes.

Hook: In the course of their other activities here,
an ally begs the PCs to locate a particular missing
person. Their earlier investigation into the storm (see
The Flood of Shadows above) allowed them to dis-
cover that the missing people are in the Shadowfell,
so now the PCs must enter the Shadowfell and search
the haunted lands to find those who have disap-
peared. Only a few survivors remain, hiding from the
dangers of this dark plane. The PCs must locate them
and escort them back.




Possible Outcomes: Once the PCs bring back the
survivors, they are rewarded with the gratitude of
the community and the relatives of those they bring
back. If not, the community deals with the loss as
best it can.

Beneath the Skin of Earth (Major Quest,
Suggested Level 15): Win the duke’s contest.

Hook: An eccentric duke, know for his collection of
historical relics, has announced a great contest. For
centuries, legends have told of an ancient treasure
hidden in the caves beneath the volcanic Mt. Phyros.
The team that succeeds in locating it will receive a
18,000-gp reward and full access to the duke’s pri-
vate collection and library. (You can work this into an
ongoing campaign by placing a piece of information
for which the PCs have been hunting into the duke’s
collected writings.)

Starting the Quest: After entering the contest, the
PCs delve into the volcanic caves, dealing with natu-
ral hazards, native monsters—with a strong elemental
bent—and rival teams, some of whom are not above
sabotage or assassination.

Possible Outcomes: When they finally reach the
conclusion of their trek, the PCs discover a great
humanoid form, bent back in an agonized posture
and entombed in solid and red-hot rock. Right then,
they are attacked by a band of Ashen Covenant
assassins, who have been following the teams,
waiting for one to succeed so that they might kill
them for the prize.

This entire contest was set up by Shonvurru’s
faction, who enticed the duke’s daughter into join-
ing them and then threatened her life to ensure his
cooperation. They believe that the figure beneath Mt.
Phyros is one of the great primordials. (Whether this
is the case is entirely up to the needs of your cam-
paign.) They used others—including the PCs—to face
the dangers of reaching him, and now they intend to
free him in exchange for his aid. The PCs can learn
this by questioning the assassins, or by returning to
the surface and investigating the duke’s apparent
double-cross (see The Motives of Others below).

The Motives of Others (Minor Quest, Suggested
Level 15): Figure out why the duke set up the contest
and follow through on any discoveries made.

Hook: Even if the PCs themselves aren’t curious
(and vindictive) enough to investigate who betrayed
them, some of their rivals—not those who sabotaged
the PCs, but a more honorable team—ask the PCs’
help in avenging their fallen members.

Starting the Quest: If the PCs confront the duke, he
breaks down and admits the plight of his daughter.
He begs the PCs to rescue her, promising to make
good on the contest reward if they do so.

Possible Outcomes: If the PCs rescue the duke’s
daughter, she unfortunately isn’t exactly happy about
it since she still believes in Shonvurru’s cause, but
the duke follows through on any promises he made
regarding both the contest and the return of his
daughter. If not, he honors the terms of the contest,
and thanks the PCs for attempting to help him. The
daughter isn't happy with Shonvurru, either, and
she may be a good source of information to the PCs
regarding Shonvurru’s faction in the future.

OTHER QUESTS

For higher-level uses of the Covenant, consider the
following possibilities. These are presented in abbre-
viated form both for space reasons and because they
work best when tailored specifically for your cam-
paigns, with bits of these storylines appearing amid
and between other adventures.

Dead Kings (Major Quest, Suggested

Level 20): The Ashen Covenant has dispatched
over a dozen “assassination and animation” teams.
Each is assigned a powerful and knowledgeable
target—a high priest, a mayor, a sage, and even a king.
Their objective is to slay and reanimate the target
as an undead under their control. They know that
they must be discovered eventually, but hope in the
interim to use their pawns’ authority and resources
to locate useful tomes, rituals, and artifacts. Their
efforts might place untold power in the hands of the
cult, and send the region spiraling into chaos when
the rulers’ deaths are discovered.

Words of Power (Major Quest, Suggested
Level 23): Orcus once possessed the Last Word,
an ancient utterance powerful enough to slay even
deities. Although the gods eventually rendered the
power of the Last Word null, legend states that the
Blood Lord found other magic, nearly as powerful,
in the ruins where he found the Last Word. The PCs
might engage operatives of either Mauglurien’s or
Sithas Tyrr’s faction, across numerous wastelands
and through multiple planes, on their hunt for this
powerful magic.

PREPARED LOCATION AND
RETURN TO SANCTUM

By wa